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Programs To Make Your Computer 
Useful and Fun! 


Briley Software offers a wide variety of useful consumer 
software on CASSETTE for your microcomputer. (Many are 
usable on DISK as well.) 


some of our products are listed here with many more being 
developed. This list covers several computer lines. Some 
may not exist currently for YOUR particular machine. Please 
ask the store manager about current availability. 


Diversions: 


BLACKJACK TUTOR - 150 practice scenarios for speed. 
PIC-A-CARD - perform a magic card trick. 


Deductive Detective Series: 
MANSION! - Missing heirlooms (The butler did it.) 
MUSEUM! - Stolen treasures (The beanstalk?!) 
PENTAGON! - Secret papers are missing (A spy!) 


Deductive Explorer Series: 
HIGH SEAS - Clear the Atlantic of pirates in 1811. 
FUR TRAPPER - Explore the Rocky Mountains in 1848. 


Kitchen (Soft)Ware: 
DINNER’S ON! - Menu Planner for up to 2 weeks 
GROCERY MART - Map favorite store for shopping. 


Programs for Office or Home: 
DELUXE ADDRESSER - 4-line mailing labels and list 
HOME INVENTORY - Insurance inventory of home 
HOME ADDRESS BOOK - Address book for home use 
PRICE SHOPPER - Track best sales in town 


Special Use Software: 
BUSINESS RESEARCHER - Decision tool 
RNAV3 NAVIGATOR - Fly your airplane by RNAV/VOR 
ED. PACK—HIGH SCHOOL - Quadratic equation, 
areas/volumes, gas law. Answer, drill & test. 


BRILEY 


SOFTWARE 


Box 291G, Livermore, CA 94550-0291 


© Briley Software Products Made in U.S.A. 
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Ay ACTION AACADE BAWE 


“Olrion enemy epacecralt threaten your 


ae eS, sae mission. You must get to Station #64 
ee for the critical repair part and back in time! 





a _ Uses Joystick or Keyboard Control 


CBM-64: Trademark of Commodore Business WW EYelal ayy 
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Alm ACTIGN ARCADE GAM 


By Bob Richbourg 
ic}1983, Briley Software 


GENERAL INSTRUCTIONS 


MIS 
Turn down the lights, climb into your comand chair, and prepare to launch! 


Congratulations on your purchase of the COMMODORE 64 personal computer. 
SION 64 is 2 game that will test many of the abilities of your machine. 


; Se ae 


As soon as you begin the game, you will be asked to select a2 skill level. 
Skill level 1 is designed for the novice player and skill] level 3 is intented 
to provide a challenge to experienced players. The sajor differences in the 
three skill levels are explained in the chart below. 


Skill Tise to Weapon Force 
Level Complete Range Field 
Mission Protection 
{ 500 Star Maxiaua 4% Hits 
Intervals 
fe 400 Star Medius 2 Hits 
Intervals 
3 326 Star Minigua None 
Intervals 


MISSION BRIEFING 


Qur station is in great need of repair parts for the power generation 
equipeent. The closest source of supply is Station 44, Bes is located 
across the Void. Qur station is now operating om auxilary power which will 
hold, at a maxiaua, for only 500 Star Intervals. Your aission is to travel 
to Station 64, secure the repair parts, and return as quickly as possible. 
Without the repair parts, our station has no hope of survival. 


' Sarees 


INTELLIGENCE BRIEFING 


Intelligence reports no Cirion activity except within the Void. You aust 
cross this area to reach Station 64 in tiae. The Cirions heavily patrol the 
Void, so you can expect eneray contact as soon as you enter that area. All of 
their ships are armed with weapons which have slightly less range than even 
our lightest weapons. You aust use this saall difference as your only 
advantage in defeating the eneay. The Cirions have also deployed heir new 
Stealth ship. I+ you do not seet cy! of these ships going to Station 64, you 
can be sure that you will encounter thea on your return. These ships have 
the ability to project their image to an area different tros their actual 
location. You will only be able to 5 i ll their true location by 
oe the trail left by their weapons. Extreme care will be required 
when dealing with these ships. 

CIRION STRATEGY 


The Cirions will always attack with the same flight formations until at least 
one star craft is destroyed, either one of theirs or ae As an example 
if les are attacked by a flight of three Cirions, that same flight will 
continue to sake passes at you until they destroy you, or you Bee ay at 
least one of their ships and drive them off. Each Cirion flight team blocks 
your forward oboe You will not be able to continue unti ye deat oy at 
feast one of the enemy ships. The aore passes that Ha! make at you berore 
you can destroy one of them, the more tise that you take in completing your 
Biscion. 


YOUR STRATEGY 


ee use your superior weapon range to your best advantage. Position your 
craft so that you are out of enemy range, but they are within your range. 
You can use your range ge to help deteraine your optisum position. ou 
can also try to chase the enemy down (from left to right on the screen) as 
ie have dale lateral speed than even their fastest ships. Also, note 
hat the Cirion weapons are located on the left front edge of their craft 
(Yours are amidships). This will be very iaportant when trying to locate the 
Cirion Stealth ships, which you are sure to encounter. eacaber that you 
aust hit the enemy ships very close to their center of aass to destroy thes 
even though they have no force field protection. 


COMPUTER CONTROLS 


Your on-board coaputers will control your ship a great deal of the tise. The 
computer will always try to position you well beyond the range of the Cirion 
craft. You aust sodify this computer decision by specifying how close to the 
enemy you want to be. {Use the keyboard cursor controls or a joystick 
connected to port #1 to move up, down, left, or right.) The computer has 
limits which you can not exceed in positioning. Your computer will fire your 
weapon or display a range pointer on the screen when instructed. Weapon 
firings are directed by using the Fl or F2 key on the keyboard or the fire 
button on the a Faas The range pointer can only be requested by using the 
F3 button on the keyboard. {Note that the range pointer will be 
automatically cleared froa the screen whenever the computer detects any 
weapon firing). The joystick will also allow aoveaent on the diagonals. 


bp 
Oe) Pee eo ee 5 


ip Left 
Left Right 


A < 
SHIFT CRSR CRSR F7 
vy & 





Down Right Down 
KEYRGARD CONTROL JOYSTICK CONTROL 


GAME SCORE 


If you complete the return trip back to your home station, launch central 
will advise you of the tise that your journey used. If you fail to make the 
ti@e requirement (as specified by the skill level that you selected) then 
yOu can expect some casualties at the home station. 


#e hope that you enjoy using your computer with MISSION 44. Good Luck! 


‘Don’t worry if the program takes a long tige to load the first tiae that you 
use the gage. The code is very lengthy.) / 








REGISTERED COPYRIGHT AND BACKUP COPIES 


This program is registered with the United States Copyright Office. We 
believe that the program is INEXPENSIVE for what it does. & back-up copy say 
be made for your personal use only. No other copies allowed. 





‘This ALSO applies ta o SCHOOLS and CORPORATIONS. dust as you order sultiple 
copies af BOUKS, we expect the same courtesy towards our PROGRAMS. 


LOADING ERROR: 
QUR CASSETTES INTO A FRESHLY POWERED-UP COMPUTER. Use at least 
ths to avoid ys ies aah Please make a paling copy 


sce er oa er pure! ase, 


WARRANTY. INFORMATION 


RIRETY DAY WARRANTY for tape load failure, A tape is bad when NEITHER co 
of the program will load. Sometimes demagnetization of the tape unit silt 
help. send the tape {hang ante this booklet) and a copy of your sales slip. 


OPS! ARRENTY for ONE YEAR to cover tape damage of ANY kind. Send the 
damaged tape, sales receipt, and $3 for a replacement copy. 
7 BRILEY SOFTWARE 

P.O. BOX PRIS. “acu 

LIVERMORE, CA. 94550-0291 C215F 
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fn Explore Series Simulation 


eS a a ig ‘Snowstorms, Prospector Cabins, Indian 
SEE ae Villages and Home, Sweet Home 
| __ e Gather All Your Pelts and Head for the 
~-- Nearest Trading Post Before Your Food 
Lye Supply Runs Out ; 
_ _# Find Valuable Indian Artifacts Along the Way 
_- @ Each Game Takes Place in Different Parts 
Pods the seca Mountains in 1848 


Wy Ls - BMA Trademark of Commodore Business Systeme +a 





Fur Trapper 


© 1979, Harry H. Briley 


Come on back to an excitin’, adventurous tise, to the ae of the Lee 
gountain men - them fur trappers. Brave trappers who stalked the rocky high 
seaks of every snowy gountain range for valuable aniaal pelts--pelts of 
ocelot, sink and expecially beaver. Relive them days when a man had to fight 
hear and sountain lion -- te a time when a man could live by his wits and 
make hisse’f a fortune in BOLD!! 


BEGINNING YER TREK 





Come and find out jes’ how tough, sly and cunnin’ are. Can you 
through that 189 miles of hard-pack snow? Will all your isions 
before you get to a trading post? Will there be enough food for mir 
horse? But aost of all, how aany of thea pelts will ye git, and how sany 
thea Indian artifacts will ya find along the way? How gany of 
"experience points" will ya get for being brave? 


Well, fer right now, jest plunk a coupla dea logs into the old stave, 
the door against the Rewlige wind, and settle down by the light of yer ald 
hurricane la@p--and be a Fur Trapper. 


In beeper ae for this long journey plage the acuntains, thru rain, snow, 
ae heat, and wind, yer gotta have {the right provisions. Check your 
rusty horse, and his tack (that’s the stuff that ya use to aake hia run). 


Now, put this here program into the old computer and git to gittin’. This 
ald packhorse starts runnin’ off at the aouth alaost instantly you got it 
loaded into your machine. But nary you aind. He'll start lin’ soaethin’ 
about some “attributes” that you have. Look the list over carefully, cause 
he might have pegged you wrong. ‘Sides, the Attributes sean something. The 
higher you score of one of *em, the better you'll! do. 


ATTRIBUTES 


One of the commands, discussed later, tells you of the notable, and not so 
notable characteristics about yerse’f. These are called "attributes" and 
appear on the screen as such: 


-strength 

- Intelligence 

- Sobriety 

«Health 

. Dexterity 

-Provisions (days worth) 


The higher the value obtained in each catagory, the better off ye be when a 
vareit doesn’t take kindly to yer trespassin’. 


Lg a values are gore desired and can be interpreted in accordance with 
iis list: 2 


1 = Good as dead ' 
18 = Average strength (City slicker) 
18 = Fur Trapper Strong 
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Yer horse is lookin’ after you. He’s got the ; | 
travels with you, plays fale. provisions im his pack. He 


ar 







INTELLIGENCE: 


brie reee'tae! 

= Fur i 
18 = Genius | =A 

SOBRIETY: “7 an 


_ 1 = Drunker than a skunk — 
18 = Welll.... 
18 = Sharp and Alert 


HEALTH: 
19 = Seoceptibte ts Flu, G08 Brafts: ond laid 
= ible to 
18 = Mountain Pure ™ = 


DEXTERITY: 
1 = All thusbs 
19 = Average ability 
18 = Can out-wrestle and out-run any varait alive. | 


and talks back. Jes’ like any other horse. | 


GETTIN” THAT TREASURE 


wa’al now, you're probably wondering about all this hoop-de-doo about 
trappin’ furs. Well, 1°11 tell you (but don’t let the general public 
knos--it’s too dangerous); those critters have, in their possession three 
very extregely, absolutely valuable, Indian Artifacts! And you can take them 
frog the paws of those ruthless beasts. But, in order to insure the safety 
of all those hogesteaders (and be a hero and win all their respect and mine 
tea), you've si bring all three in. An’ I gean all at once, cause you 
ight do something dugb and get yerself chewed so bad you have to sell a 
treasure to pay the aedical bills. Any tenderfoot can bring in one (or two 
if he’s real lucky), but I dare you to bring in three’ 


Can ye show what’s in yer constitution? Can ye set out, get all three 
artifacts (priceless they be), and return to homestead? In one piece? Oh, 
cattails! Have I really said that there’s a lot of nice pussycats ’n’ other 
anigals out there waitin’ to sink their claws into you? You have a chance to 
collect their pelts ’n’ sake the mountains safe. 


Now then, here are some things for you to do to find them pelts and 
treasures. Yer signals (commands) are: 


H = North 

5 = South 

E = East 

4 = West 

F = fs 

R = Refurn (to where you just came from) 


5 





H = Homestead ...to end the gage 

0 = Open ..-the Chest 

B = Buy -..50@@ provisions 

T = Trade ... the furs for gold 

C = Collect ...furs from the traps 

A= Attributes ...of yer ability (and score). 
Let me tell you a little bit about what’s in store. — 


SNOWSTQORM WARNING 


The latest weather telegram predicts a severe snowstora towards the end of 
the month. You should try to get out of the sountains before that tise. 


PROVISIONS 
You have provisions for me 1f days. That’s right. Each seve aake in 
any of thea directions, will take up 1/4 of a day of your total tise and 1/4 


of your provisions. That thar aeans that you gotta think smartly before 
headin’ off in any ol’ direction. If you are nice, an Indian village sight 
rovide you with some sore food. Pesky Fur Trappers are usually not sell 
iked, so you should try not to overstay your welcome. If you run out 
provisions, your chances of survival are slia. 
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TRADING POST 


Trade the furs for GOLD, but always check the prices, so ya won’t get taken. 
While at the post, you can buy sore supplies. 


CHEST 


In one cabin, an ol’ prospector left a chest full of furs. He sez you can 
have “es all if you can find it. He seems to reckon a problem with obtaining 
thes however. His partner still lives up thar and jealously rds the 


ua 
enw Oh, and he couldn’t remember where he stuck that case f dynaaite 
either! 


DIRECTIONS 


The compass has gotten so rusty that you’ve depended upon dead reckoning for 
the last few years. So far, your sense of direction has been pretty keen, 
but then again... 


TERRAIN AND GAME ACTION 


As you take a turn north, south, east or west, you will see the date in front 


of you on the screen along with the description of where you are and a place 
to put the comsand, 


The screen will look like this: 


February 3, 1948 a 





You are in a high sountain pass with forest on the west horizon. 
COMMAND: 


The dates on any game can start in the aonths of February, March or April in 
the year 1848. You gotta get into that back country and out with those pelts 
before the rugged snowstor@ comes or before you run out of food. 


So now, git ready to begin trekkin’ into the wilds. as with a r 
you can go east--keep goin’ and never meet west. Also you can go north, 


more north, and never meet south. Sometiaes however, ya get lost or the 
dwindles to nothin’. 


Now you might see a lot of country before you aeet any critters, or you just 
might rile one up yore first time out. These critters will spook 
packhorse so auch that all he’ll do is act Silly and autter what kind 
animal you’re facing. He'll also ask if you want to run or fight. Or you 
can “List™ your attributes ‘n’ see how strong ye are. A had scratch can be 
nasty and it takes time to heal besides. 


Sometimes in scrappin® with these beasts 

* » you can git 
Gnce you’ve gotten the pelt, your henge iT Cale daar ait tel eer 
are. These critters also wander about in and o , ahs 


in, but th ut of the areas ye spotted ’en 
= toms baa depends an how hungry they are an’ whether or mat they’re 


HOMESTEADING. 


Once you've gotten all the treasure jes’ 
eB, you may jes” decid 
hogestead, or start yer own tradin’ post. Could be a right enliter’ - 








GAME SCORE 





Yer score in this here ae will depend on how smart and cunnin’ ya ; 


Ya’ll are lookin’ to gi 


smart, ya get thea “experience” points. So ya got three ways to git 
The commodities with which to buy and sell (trade) are: 


Fur Pelts 
Gold Coins 


The valuable artifacts are an Indian: 
. Spear 


Row & Arrow 
Knife 


You can only use the fur pelts and the gold coins to buy, trade or sell 
trading posts, or at the Indian villages. 
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fur pelts and trade thes in fer gold coins. ‘or ae 
also lookin’ to git points by finding the Indian artifacts. 4nd for pace so 
points. 


at 





q 
REGISTERED COPYRIGHT AND BACKUP COPIES 
This progras is registered with the United States Copyright Office. #e 
believe that the program is INEXPENSIVE for what it does. A back-up copy aay 
_ be aade for your personal use only. No other copies allowed. 


applies to SCHOOLS and CORPORATIONS. Just as you order aultiple 

SUUKS, we expect the sage courtesy towards our PROGRAMS. 
LOADING ERRORS | 

This bh shod innit twice. If a load fails, then {without rewinding) 
lgad the second git Use at least once every 3 months to avoid sagnetic 
bleeding. ALWAYS LOAD QUR CASSETTES INTO A FRESHLY POWERED-UP COMPUTER. 
WARRANTY INFORMATION 

NINETY DAY WARRANTY for tape load failure. A tape is bad when NEITHER copy 
of the program will load. Sometimes Reaseno peer ter of the tape unit will 
help. Send the tape (hang onto this booklet} and a copy of your sales slip. 

OOPS' WARRANTY for ONE YEAR to cover tape damage of ANY kind. Send the 

damaged tape, sales receipt, and $5 for a replacement copy. 

_ ~~ BRILEY SOFTWARE 

LIVERMORE, CA. 94550-0291 C2@5F 
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CBM-64 
CHIGH “SEAS 


An Explorers Series 


Simulation 


Sail the Atlantic Ocean in 1811 
sy-Yor-loldUlg- Wey ce) (-1amCiol(om sill ilfoln 

Bring in the Three Most Wanted Pirates 
Avoid a Mutiny by the Crew 


'=-Yo] gm CT-Vanl-Mal-t-wr- Mm Ore)anle)(-1¢-) hm BI bal clay 
Ocean Set-up 


CBM-64: Trademark of Commodore Business Systems 





“HIGH “SEAS 
© 1979, Harry H. Briley 


Welcome to one loaded with challenge and fun. Come on back to the days of 
sail, tises e sen had to live by their wits to avoid losing it al] on the 
Main. Its 1811 and suesertise for the north and winter for the south. 
Things like this always confused me, so I guess thats why there are icebergs 
and coral reefs in the same ocean. ey goings on here. But don’t bate 
my word for it. Here is a letter we found in a bottle from one of our users. 


iN 


—— a —————SE= 


June 17, 1811 


a — 
a —— —— — 


a, 


Ahoy there you landlubbers! — 


You now have a chance to sail the high seas in the 
privacy of your own stateroom. Only, you have a slight 
advantage having that on-board coaputer! 

Now you re probably eet, why you’re sailing in the 
first place. Well, 1711 tell you. There’s danger and 
adventure and GOLD! There’s aore pirates and thieves 
out there than anywhere that I ever heard. 


You might see a lot of sea before you see what you don’t 
want to see and that’s a sea full of pirates that want 
to sieze. You could fight to rid the seas of these 


privateers or you could play jellyfish (lose your spine) 
and run away. These folks is sneaky. 


What is an ocean without islands? Beautiful sights they 
are, especially when you’ve been putting up sith 
mutinous crewmen. Sometiaes you’ve got a chance to 
exchange the whole aangy lot o° them. {Good riddence if 
you ask me.) oh yeah, another thing about thea islands} 

ES aren't marked on that there sea map. You just 
kinda port sudden like. At least that’s how I got here. 


From the old seasalt. = 
foc: Ee 


=_-_~-~ -- 


A Deserted Island as 


ATTRIBUTES 


As soon as you type RUN and tap RETURN, there will be a pause of several 
seconds. During this tige, the scenario for this particular High Seas game 


: : Three of these catagories can be best interpreted by using this list: 
is being set up. Each Gage is different as you will soon find out. BROADSIDE 
One of the comgjands, discussed later, tells you about your selected ship and 3 = A sitting duck 
crew seabers. Part of the challenge is taking a ship that has seen a battle 18 = Governaent issued cannons 
~ gu. and turning it into a vessel that even the most daring pirate will 18 = Man-of-War artillery 
ee froa. 
| MORALE: 
The attributes listed on the computer console are these and are stated in | 3 = Mutiny On The Bounty 
sore useful teres. The higher value in each catagory is desired. , 18 =A gone crew 
1 18 = A Captain’s Dream 
Broadside ........ Firepower, Measure of cannon capacity ¥ 
OW wcecseesesss. Number of Crew Meabers > NAVIGTIONAL: ; 
Water ....sceees2. Barrels of drinking water | 3 = A literal barge 
Morale ....2:.:... Enthusiasa of the crew | 1@ = An average Frigate 
Navigational ..... Characteristics of the ship, Handling 18 = Able to come about on a pence 
Provisions ....-.. Number of Days worth of provisions 
HOLD CAPACITY: 
Pirate Ships ..... Number of pirate ships sunk Water: 18 Barrels 
Bold Bars ........ Amount of gold bullion re-captured Provisions:  5@ Days or so 
Quarters: Sleeping Berths for 18 Crewaen 
Experience Points Game Score 
3 





YOUR MISSION 


The governaent has been trying for years to clear the seaways for safe 
passage by serchant ships. Unfortunately, the pirates have always had an 
upper ie. This year, a large sua of the pueecu has been set aside for 
equiping ships and brave captains to do battle with these scoundrels. 


Now then, here are some key comaands to control the oceans with. Not all of 
the coagands work or even aake sense in most conditions. For example, asking 
your crew to dig for gold in an open ocean will yield a perplexed crew. 


N = North 
S = South 
E = East 
W= West | 
F = fire! 


R = Return (to where you just came from) 


A = Drop Anchor ... to end game 
0 = Open... the Chest 

B= Buy ... some Provisions 
D= Dig ... in the Sand 

L = List ... current attributes 


HURRICANE WATCH 


Late September is Hurricane season and is cause for great care. You begin 
sometime in July and continue throughout the rest of the suaser. 


THE OCEAN 


In 1811, not everything was exactly known or plotted al} that accurate. The 
North and South Poles were still pretty much a aystery to mohey 2 eg ee 
This ocean aids and abets that confusion. Your compass is unreliable in 
these regions. 


A map is shown on the next page for your reference. Land borders both the 
east and west of this ocean. When a sailor tells you that the water is 28 
fathoms deep, then you will know that a shoreline is near. 


Every game has a coapletely different ocean set-up. 
draw your own aaps while sailing the high seas! 


PROVISIONS AND CREW 


It gay prove useful to 


You are provided with a full hold (58 days worth) of all the provisions you 
need. Each directional move takes one day to sail, one days worth of 
provisions, and one third of a barrel of fresh water. 


Provisions can be replenished at a Port of Call. 
sheltered cove. Water can be found at both of 
from icebergs. 


Crews can be had at the 
these places and ainiaally 
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QCEAN MAP 


LP, =N DESERTED ISLANDS 


— Ss 





There are at least five deserted islands out there with known buried 
treasure. You are to recover as much as possible, taking care to note that 
pirates usually protected their treasure with gunpowder! 


PORT OF CALL 

There are at least two ports of call used for buying new supplies, food, and 
water. Government ships receive a "Special" deal where one price buys all. 
Re careful because the price changes often for these packaged deals! You say 


ony buy 9 days worth of provisions per deal. You gay Strike up a5 many 
deals as you have cash for. 


BERMUDA TRIANGLE 


A dense fog descends and.... 


SHELTERED COVE 


A s@all naval base of affairs is stationed on a government island. The ships 
May drop anchor in the sheltered cove of the island to end the gage. ost 
ships, however, use this as a good stopover point for a fresh crew and sore 
water. Regulations require you to have a depleted water supply before 
refilling. (Something about a half-tank ae There is also a personnel 
shortage that may prevent you from using a full crew of 18. he base 


ad@istration makes special consideration for ships with exceptionally saall 
crews, 


g 


MOST WANTED PIRATES 


There are three fasous (infamous) pirates out there that have bounty on their 
heads. Your gission is to capture all three and bring thea in for justice. 
Rugor has it that the reward is a post with the admirality. 


You aust bring in all three safely and all* at once. Their friends are 
looking out atter them and will do anything to sink your ship. Also, if you 
run aground, they will either escape or die trying. Neither alternative will 
set well with the adgiral of the fleet. 


CREW MUTINY 


There are three reasons why a crew would ever want to @utiny against such a 
fun-loving, dare-taker, tar-slaver, crew-starver captain as you. 


#hile the crewaen fare well in battle} if you insist on a fight-to-the-finish 
when a retreat would have been wiser, then after the battle, there is a 
general consensus that you #ill soon be alone in a small boat. 


Also, crews tend to take a dig view of running low of water or provisions. 
It is wise to provide shore-leaye every now and then at a port of call. 


The third reason is due to sheer neompel eg es Everytime you Hagen to run 
aground, the crew sorale drops after they realize that you can’t even tell 


your east from west. Running aground is not considered shore-leave by the 
crew, 


SHIPS AND PIRATES 


Fifty-two pirate-owned (stolen) ships are adking the sea very risky to the 
merchant fleet (not to aention the icebergs). Three of those ships are 
captained by the infamous pirates that you are seeking. 


Ship classes that you will see include Barks, Packets, Brigs, Frigates, 
Cutters, Clippers, Sloops, Schooners, and several other unidentifiable pirate 
vessels. Some of all kinds =“ be disquised as govern@ent ships; namely far 
the purposes of Blockade scort, and Revenue. Do not be tricked. 
Privateers always try to get very close before attacking. 


The ocean is ie large and it is possible to aiss a single pirate ship 
completely. RS have a cages. to sail within the general area however. 
You can always tell where a battle has been fought. Floating debris froa 
these encounters clutter the ocean for aonths. 


GAME SCORE 


A game is completed whenever you drop anchor in the sheltered island cove or 
whenever the crew decides to autiny. Your experience points reflect the 
number of pirate ships sunk, the amount of gold recovered, the area of ocean 
explored, and success you had in bringing in the wanted pirates. 


REGISTERED COPYRIGHT AND BACEUP COPIES 


This prograg is registered with the United States Copyright Office. We 
believe that the program is INEXPENSIVE for what it does. A back-up copy say 
be made for your personal use only. No other copies allowed. 


This ALSO applies to SCHOOLS and CORPORATIONS. Just as you order aultigle 
copies of BOOKS, we expect the same courtesy towards our PROSRAMS. 


LOADING ERRORS 


This program is recorded twice. [fa load fails, then {without rewinding) 
load the secand ‘eth ise at least once a 3 months to avoid sagnetic 
bleeding. ALWAYS LOAD OUR CASSETTES INTO A FRESHLY POWERED-UP COMPUTER. 


WARRANTY INFORMATION 
RIRETY DAY WARRANTY for tape load failure. A tape is bad when NEITHER copy 
i 


of the program will load. ‘Sometimes demagnetization of the tape unit #: 
help. Send the tape thang onta this booklet) and a copy of your sales slip. 


OOPS' WARRANTY for ONE YEAR to cover tape damage of ANY kind. Send thre 
damaged tape, sales receipt, and #5 for a replacement copy. 
Z  BRILEY SOFTWARE 


P.O. BOX 2913 
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BLACKJACK TUTOR 


{c)19B2, Briley Software 


BLACKJACK OR 2i 
If you are mot familiar with the rules regarding this game, consult the Hoyle 
Or Scarnme books on card gages for comets descriptions. You should also 
acquire 2 good computer blackjack if you have not already. Things to 
resember are: 

The objective is not to get 21, but to beat the dealer. 


Using this strategy, the dealer will go broke and pay you 3 tines 
for every 2 times you bust and lose. 


You will become auch gore aware of how badly most people play. 
The other players in the ‘ag are just a part of the furniture. 
For every tise that they take the wrong cards and sake you lose, 


they will take the wrong cards and make you win. Don’t waste 
energy worrying about what they aight do. 


1 


—~ ——_______« 


— most games of skill, the ’ 


You are going to have ey sessions. If you go to the tables, 
bet what you can afford to jose. 


If you “enjoy” yourself too auch, you will sake sistakes. Each 
mistake that costs you will cost one bet which is gone forever. 


The guy who said he was there to have fun and wasn’t going to sake 
it like work was working for the dealer. 


It is possible to lose and have fun, but experience shows that 
winning 1s its own kind of fun. 


BLACKJACK TUTOR 


If this is a game, it is a special kind of game, as the only objective is to 
fake you a competent ge ba player. Blackjack is a gage of skill. As in 
ucky’ can win at any tise. @ skillful will win 


oftener and sore. 


This tutor gives you a strategy considerably influenced by the computer 
analyses of the early °40’s, as fine tuned by aodern high computer power and 
recent changes in the casino version of the gaae. 


Four decks and a shoe are assused, so card counting isn’t a part of the 
strategy. What you are taught are the plays, in all Circuastances, that are 
most likely to make you a winner. 


PARTS TO THE STRATEGY 


You aust learn when to hit, and when to stand. This basic strategy is taught 
first. As you continue, the best strategies for playing double down and 
splitting pairs are developed in your mind. 


The hit/stand strategy will keep you in the game. If you learn to double 
down and split pairs when you actually have the computer-detersined 
advantage, then you will win when the cards are going your way. Others at 
the sage table will lose while you win. 


In each hand of the practice, it is not important whether you have won or 
lost, but whether you played it correctly. This tutor will teach you to play 
correctly. When you play correctly and are winning, you will win more. 


LEARNING THE STRATEGY 


The strategy Tables are available for you to look at anytase. You will find 
it hand | esesner to make up your own “crib sheet”. All of the theory in 
the world will not sake you skillful without practice. This program provides 
rarer rs and lots of it. The only score that is ads is whether you sade 
he choices correctly or not. Complete track is kept of different choices so 
yOu can see what areas of your strategy need working on. 

Practice until you can cool a good run at the program. 50 questions in & 
ginutes with all correct is good. It is then that you are getting ready for 
those steely-eyed dealers waiting for you cut there. Here, the cards are 
free. Qut there, they may be sany dollars a pop! Before you 40, practice, 
practice, practice. 


a” Se 


SHARPENING SKILLS 


You should also practice with a good BLACKJACK program to get a feel for the 
see CMS Software has a good one, for instance. You will get to Double 
own, Split, and refuse insurance just as in the real casino gage. 


PROGRAM OPERATION 


Load and RUN the BLACKJACK TUTOR program. ‘Look at the tables. Take notes 
necessary. Your own notes will best help you learn. When you have taken 
good look, 90 to the practice. You may practice as long as you'd like, the 
internal data is randomly selected so each sequence is new. [he same 
sequence of two hands will only repeat every 1000 times through. the same 
sequence of four will show up again one tiae in a lifetiae. 


There are four possible answers to questions in the practice, and you need 
not press -return- while doing the practice questions. 


Use Fl, F2, FS, FS, F7 for responses. See screen for the seaning of these 
Hey Se An entry of any non-numerical character will be accepted as a 0 
(stand). An entry of F4, Fi, F8 will clear the screen and return you to the 


Main menu, keeping the accugulated score. Press the space bar & -return- to 
reset the scorecard. 


Entering F2 (help) before yeu your answer will give you a short synopsis 
of the strategy involving the hand you are looking at. If your answer to a 
situation 1s wrong, this same synopsis is automatically presented se you can 
see why the answer was considered wrong. 


PRACTICE 


Pressing the correct entry in the quiz will bring up the next question 
automatically. I¥ you miss one (a comaon occurrence at first) the correct 
answer and the synopsis of strategy will be shown until you press the space 
bar to continue. This is to give you a chance to study the one you have just 
eissed to understand what happened. 


Selecting H will start you with the Hit/stand questions first. Every 50 
questions, you will return to the senu for a breather. Selecting H a second 
tige will add Split and Double down guestions to the mix. You may select H 
a Ce a5 you'd like and YOU WILL 60 THROUGH ALL OF THE SECTIONS OF 


A score is kept of the different types of hand you have played, and how many 


you got correct. There is no winning or losing score. It 15 always a case 
of “doing better next time”, 


If the scoring shows weaknesses in your strate y in either Doubling down or 
splitting hands, then review that section of the Tables. After the review 
select D or S from the menu and you will get S@ questions emphasizing that 
skill. If you want some randos practice including all types of hand, select 
H for Mixed practice, 


Your scores will continue as long a5 you run the tutor; 999 hands of each 
type say be played. 


pal]: 3 skill. & randos 

ce questions are especially chosen to emphasize s 
Pa ectiant of situations would Le you too sany poe cut & dried 
Situations. Esphasis on the iaportant ones sakes the practice such sore 
efficient, You will] come up to speed rapidly. 


i ye odds f the cards are not 
Remember that you are working to iaprove your odds. | | 
falling your way, you will lose, but not as auch. When the cards fall your 
way, you will win bigger. That is the fagous luck of the draw at work. 


re 
KY 

WLU 
; (X /\ OY 
















REGISTERED COPYRIGHT AND BACKUP COPIES 


This ig ag is registered with the United States Copyright Office. We 
believe that the program is INEXPENSIVE for what it does. 4 back-up copy may 
be sade for your personal use only. No other copies allowed. 


This Also | to SCHOOLS and CORPORATIONS. Just as you order aultiple 
copies of ROUKS, we expect the same courtesy towards our PROGRAMS. 


LOADING ERRORS 


This prograg is recorded twice. If a load fails, tne (without rewinding) 
load the second ‘gt se at least once every 3 months to avoid sagnetic 
bleeding. ALWAYS LOAD QUR CASSETTES INTO A F ESHLY "POWERED- UP COMPUTER. 


WARRANTY INFORMATION 
RIHETY DAY WARRANTY for tape load failure. A tape is bad when NEITHER copy 


of the prograg will load. Sometimes demagnetization of the tape unit wi 
help. Send the tape ‘hang onto this booklet} and a copy of your sales slip. 


OOPS! WARRANTY for ONE YEAR to cover tape damage of ANY kind. Send the 
damaged tape, sales receipt, and $5 tor a replacement copy. 


_Z BRILEY SOFTWARE 


wo ‘ P.O. BOX 2913 
LSS LIVERMORE, CA. 94550-0291 C2i0F 





CASSETTE WITH 
INSTRUCTION BOOKLET 





=f Br iley Software Product 
w4 Livermore, California 





ANOTHER QUALITY PROGRAM 
FOR YOUR 


MICROCOMPUTER 








CBM-64 
Gy ansion! 
A Detective scries Game 


Dh alewedaeyal-malale we lile 
the BUTLER whispers... 
“SOMEBODY STOLE THE FUR COAT!” 


Knowing that the only person who can catch the thief is 
you, the Butler asks your help in solving this crime. 


e File of Dossiers to Record Discoveries 


e A New Thief, Time and Valuable in Each Game 
° Up to Seven Guests, One of Whom is the Thief! 
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Gansion! 
© 1979, Harry H. Briley 


The phone rings and 
the BUTLER whispers... 
"SOMEBODY STOLE THE FUR COAT!" 


The Butler at an elegant Mansion has just discovered that a priceless 
valdable has been stolen. Knowing the only person who can catch the thief is 
you, he asks your help in solving this crige. 


Y in the exciting world of fabulous wealth-- Mansions with items so 
valuable that they are fhe constant target of sophisticated thieves. Enter 
now into a world of fantasy involving some of the greatest hiests of all 


tise. 


TRACKING DOWN THE THIEF 


When you arrive on the scene, a dinner party is nearly over. Since it is so 
late at night, it is natural that only a few people remain. Is it a wild 
hunch, or is one of these guests the thief? Could it just be that one over 
there, the one with shifty eyes? 


Upon rege ay re about what valuable was stolen and from where it was 
stolen, the Butler and the Police Chief tell you that it is your job to 
discover who the thief is and what hour the valuable was stolen. 


There is only one thief in this group af guests. You have a chance to 
question each guest regarding where he was, who he was with, who else he aay 
have seen, and always, if he saw the valuable, 


Your assistant (all good private eyes have assistants) is the computer, which 
you have conveniently brought along with you. It has an uncanny knack of 
remembering just what happened and is ready to aid you in solving this 
uncanny Crime. Just to assure you that the task is not easy, there are 2374 
variations in this game. 


As you readily find out, the valuable was stolen froe a particular reos. The 
thief aust have passed through that room at least once. That is, vou HOPE 
he passed through the roog at least once, Re assurred, he has. th fact, he 
may have visited the room several tiaes just to throw you off! 
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SPECIAL COMMANDS 
There are five cosgands you can give your assistant. These are: 


N= Nap The Mansion floorplan 

$ = Suasary Knowledge of crime so far. 
a4 = Who The guests present tonight. 
H=Help For confused detectives. 
A= frrest To point the finger. 


WHO 


Now then, just who are the guests? Each game can have anywhere froa 3 to 7 
guests. Since not all of the guests will be in every game, any atteapt to 
question Sige who is not present will require your assistant to respond 
with a "HUH2". To find out who of these possible quests are in your game, 
type the "W" key (for Who). The total possible list includes: 


The Butler, The Tycoon, The Financier, The Critic, The Duke, 
The Poet, and The Lawyer. 


STALKING THE THIEF 


Every time ir assistant is ready to accept a command, the word QUERY# will 
appear on the screen. Cautious a5 you are, you call each guest by his 
occupation. You need only to type in the first character of the occupation. 
Your assistant knows who you mean and calls that guest aside for questioning. 
Your Assistant then asks a to give a probable hour when the crise aight 
have taken place. A sample dialouge might be as follows: 


QUERY #2 - GUEST: TYCOON 
SUPPOSED HOUR: 93 


THE TYCOON: At 5 o’oclock, 
I was in the library. 
I was with the LAWYER. 


QUERY #3 - GUEST: 


When the word GUEST appears, you aay type in a character for the quests 


occupation or, at this time, you can type in other commands, such as Mag, 
Arrest, Help, etc. 


The Mansion party was froma o p.a. to 4 a.a. When the words SUPPOSED HOUR 
appear, you aay type in any hour in that range. The computer pauses for a 
few seconds whenever the hour of 1 a.m. is entered. This is to aake sure that 
yes have time to enter a second digit for the hours 18 or 11 p.a. (DO NOT hit 
he RETURN key). 


4 


MAP 


When the word Guest appears, Ee may ask for a floorplan of the Mansion and 
imsgediately your assistant will 
see aany doors and rooms. Trave 


ical you with this map. On it, you can 
between rooms can only happen where there 











Drawing Room 


2" aes 










Bedroom 


Living Room 





Kitchen 





Poolroom 





Dining Room 


Basement 


ea 


is a doorway. A guest aa 
doors. However, if he ha 
anything at all. Please notice that there are two wa 
@ansion. These are through the two | 
poolroom. There are two hidden stairways: one froma the bedrooa to the attic, 
and the other from the kitchen to the basement. 


VALUABLES 


Every room in the @ansion has a special valuable associated with it. 
gage has a new item that is sists agong these nine valuables. 


valuables that may be stolen and fhe rooas that they are located within are: 


VALUABLE 

Ivory Cue 
Gutenberg Bible 
Bronze Medal 
Jade Clock 

Fur Coat 

Rare Staaps 
Leaky Pipe 
Silverware 

Gold Watch 


be able to see someone else throu 
his back to the door, 


ROOM 
Poolroca 
Library 
Living Roos 
Kitchen 
Bedrooa 
Attic 
Baseaent 
Dining Roca 
Drawing Roos 
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h these sase 


s to get INTO the 


arge doors to the living room and the 


SUMMARY 


During the course of the game, your able-bodied assistant has kept a secret 


dossier on each of the quests. You may call for these files by yplag. the 
in 


“"S" key (for Summary). Included in each summary is only the most perfinent 
inforsation. 


& saaple tile is shown below. Here each hour queried about has been 
duly noted and lists where the quest was, who he saw, and who he was with. 
Your assistant unfortunately has only recorded one item apiece for each hour. 
It is up to you to detersine how useful that information is. 


LOCALE SAW WITH 


Bedroom BUTLER LAWYER 


Library unknown LAWYER. 


Dining Ro JADE CLOC ‘BUTLER 


Dining Ro Nothing! eee ao 
Poolroom CRITIC : unknown 





If the valuable was seen by the oe the first nine characters of the word 
will be displayed {i.e.: "JADE CLOC" for the Jade Clock). However, a nase 
will be put there instead if the guest saw someone else in addition to the 
missing ites. If the guest noticed that the valuable was actually sissing, 
then the word "Nothing!" appears. 


GUEST MOVEMENTS 


Each quest spent the majority of each hour eu ae a particular roosa. 
When the hour was up, he moved on to another room. ter spending tise in 
that room, he would aove again. At this point, there is a chance that he 
will choose to return to the original room that he just came from. Soae of 
the guests aay wander around the room where the valuable is located for auch 
of the evening. Be suspicious of that guest when this occurs. 


tah the party started at 5 p.a., the quests that were found that night 
probab y case later in the evening. If this is the case, the guests will Say 

I was not here" in response regarding a particular hour. Ingrained in 
everyone who attends long parties is the noticeable forgetfulness of both 
time and location. Qur quests here can get just as disoriented and sosetiaes 
will forget crucial information. Fortunately for you, they have sade a 
special effort to recall their aovesents. 


When a guest recalls not seatiig the aissing valuable at a certain hour, then 
that means that the item was stolen earlier in the evening. 
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ARREST 


When it seems that you have found the thief, type the "A" key (for Arrest!). 
If you guessed either the correct hour or correct suspect, BUT NOT BOTH, then 
the a? involved will yell “SLANDER''* and proceed to deduct a 18-question 
penalty. If your guess is totally sil a 25-question penalty is levied with 
an — to try again. Should you actually find the thief, and find hia 
quickly, then you will be rewarded handsomely with a cash score. Fortunately 
for ae, these turn into electrons and are not redeemable for real aoney! 
Hi ghest score {obtained by a super first guess) is $2475, 


GOOFS CAN BE RESTORED 


If you = in the wrong guest, are a minus sign {"-") as your response to 
aa tardy D HOUR part of the question to tell your assistant to ignore your 
aistake, 





REGISTERED COPYRIGHT AND BACKUP COPIES 


This vik don is registered with the United States Copyright Office. MWe 
believe that the program is INEXPENSIVE for what it does. A back-up copy may 
be @ade for your personal use only, No other copies allowed. 


This ALSO >; lies to SCHOOLS and CORPORATIONS. Just as you order aultiple 
copies af BOUKS, we expect the same courtesy towards our PROGRAMS. 


LOADING ERRORS 


This prograa is recorded twice. If a load fails, then {without rewinding) 
load the second ‘eet lise at least once ig 3 months to avoid sagnetic 
bleeding. ALWAYS LOAD QUR CASSETTES INTO A FRESHLY POWERED-UP COMPUTER. 
WARRANTY INFORMATION 


NINETY DAY WARRANTY for tape load failure. A tape is bad when NEITHER copy 
of the Ke rag will load. Sometimes demagnetization of the tape unit #1] 
help. send the tape ‘hang onto this booklet) and a copy of your sales slip. 


OOPS! WARRANTY for ONE YEAR tc cover tape damage of ANY kind. Send the 
damaged tape, sales receipt, and $5 for a replacement copy. 
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CBM-64 
“PENTAGON! 


A “Detective Series Game 


boTT eo) aol at-Malitet-me-lare, 
the GENERAL roars... 


“THE ICBM SQUADROM PAPERS 
ARE GONE!” 


Knowing that the only person who can catch the spy is you, 
General Surprise asks your help in solving this caper. 


e File of Dossiers to Record Discoveries: 
e A New Spy, Time and Briefing Folder in Each Game 
e Up to Seven Officers, One of Whom is the Spy! 
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“PENTAGON! SNOOPING OUT THE SPY 


res you arrive on the scene, some a ee ae Meme Since it so 

e ate at night, it is natural that only a few of the staff are present. Is it 

© 1979, Harry H. Briley | a wild hunch, or is one of these officers the spy? Could it just be that 
. | one over there, the one with shifty eyes? 


neh explaining to you about what Briefing Folders were stolen and from where 
they were stolen, 6eneral ok age tells you that it is your job to discover 


Your phone rings and | who the spy is and what hour he stole those papers. 
the GENERAL roars... 


| There is on one spy in this group of officers. You have a chance to 
"THE F-42 AVIOQNICS PAPERS ARE GONE!" 


question each officer oe where he was, who he was with, who else he 
gay have seen, and always, IF he saw the papers. 





Your assistant (all good private eyes have assistants) is our friend, the 
computer, which you have conveniently brought along with you. The coaputer 
automatically asks all of the questions for you. It also has an uncanny 
knack of resaesabering 4 what happened and 1s ready to aid you in solving 


this uncanny crime. Just to assure you that the task is not easy, there are 
2376 variations in this game. 


General Surprise has just discovered that some spy has stealthily stolen soae 
super-sensitive, super-secrets. Knowing the only person who can catch the 
spy is you, he asks your help in solving his crime. 


| 
You are now in the exciting world of espionage. These Briefing Folders have | As you readily find out, the Briefing Folders were stolen from a particular 
inforsation so secret that they are the constant target of sophisticated roos. The spy aust have passed through that rooa at least once. That is, 
spies. Enter now into 2 world of fantasy involving some of the greatest spy ag HOPE he passed through the roca at least once. But be assured, he has. 
capers of all tise. n fact, he aay have visited the room several tiaes just to throw you off! 


OFFICER MOVEMENTS 


Each officer spent the g@ajority of each hour working in a particular rooa. 
When the hour was up, he soved on to another room. After spending tise in 
that roog, he would gove again. At this point there is a chance that he will 
choose to RETURN to the original room that he started from. Some of the 
officers may wander around the room where the Briefing Folders were located 
for auch of the evening. Be suspicious of those officers when this occurs. 


Although all of the officers were found in the immediate area, some pay have 
come later in the evening. If this is the case, tbe each will say "I was 
not here” in response regarding a particular hour. Ingrained in everyone who 
15 a workaholic is a noticeable forgetfulness of both tise and location. Our 
officers here have been known to get disoriented and sometiges will forget 
crucial inforaation. Fortunately for you, they have sade a special effort to 
recall their sovesents. 


When a officer recalis not seeing the sissing Briefing Folders at a certain 
hour, then that seans that the item was stolen earlier in the evening. 


QUESTIONING 


Every time your assistant is ready to accept a command, the word QUERYa will 
appear on the screen, Cautious a5 you are, you call each officer by his last 
name, and You need only to type in the first character of the last nase. 
Your assistant knows who you mean and calls that officer aside for 
questioning. Next, your assistant then asks you to give 2 probable hour when 
the crime might have taken place. A sample dialoque aight be a5 follows: 


QUERY #4 - OFFICER: Crisis 
SUPPOSED HOUR: 2200 


Maj. Crisis: At 2200 Hours 
T was in the Archives 


Query #5 - OFFICER 


When the word OFFICER appears, you may type in a character for the officer’s 


baat nage, OF you can type in the other commands, such as Map, Accuse, Help, 
etc. 


The secret papers disappeared between noon and aidnight {1200 and 2300 
hours). When the words SUPPOSED HOUR appear, you @ay type in any hour in the 
range. Only the first two digits are required (DQ NOT tap the RETURN key). 


SPECIAL COMMANDS 


There are five Commands you Can give your assistant. These are: 


® = Who Officers present tonight. 
A = Map The Pentagon floorplan 
$= Sueaary Knowledge gained so far 
H = Help For contused private-eyes 
& = Arrest To point the finger. 


WHO 


Now then, just who are the officers? Each rar can have anywhere from 3 to 7 
officers. Since not all of the officers will be in every game, any atteapt 
to question 2 officer who is not present will require your assistant to 
respond with 2 "HUH?". To find out who of these possible officers are in 
your gage, type the "W" key (for Who). The total possible list includes: 


Sen. Purpose 
Maj. League 


. Frigate 
a” gm 
j. Crisis 
Col. d’ Heart 


MAP 


When the word OFFICER appears, you way ask for 2 floorplan of the Pentagon 
East Wing. Just say MAP! Iemediately your able assistant will present you 
with this aap. On it, you can see many doors and hallways linking nine 
rooms. Travel between rooms can ries happen where there is a doorway. An 
officer may be able to see someone else in another room, However, if he had 
his back to the door, he probably didn’t see anything at all. 


Computer 


Room 


i 
Laboratory f] Strategy 
: Room 





SECRET PAPERS 


Every roog in East Wing has a Top Secret Briefing Folder associated with it. 
Each gage has a new item that is pissing. 


The Briefing Folders that b 
stolen and the rooms that they are stolen from are: : 7 neadlad 


BRIEFING FOLDER  ROON 


ASH Strategy NAVY Task Roos 
HLH Loading ARMY Task Roce 
(02 Laser USAF Task Roos 
Neutron Boab Computer Room 
Bosarc Layout Conference 
B-52 Tactical Strategy Roos 
Lance Missile Librar 

F-42 Avionics Laboratory 


ICBM Squadron Archives 


SUMMARY 


During the course of the 


i ame, your able-bodied assistant has kept a secret 
og sag! on <td = of icers, You gay call ie these files ty typing the 

Summa wor appears on the screen. Included in the 
Summary is only the aost pertinent i ocuation. | 


™ ; 


A sasple summary dossier is shown below. Here each hour 
been duly noted and lists where the officer was, who he saw, and who he was 
with. Your assistant unfortunately has only recorded one item apiece for 
each hour. It is up to you to determine how useful that information 1s. 


queried about has 


If the papers were seen by the officer, the first nine characters describing 
it will be displayed {i.e.: “LANCE MIS" for the Lance Missile Briefing 
Papers). However, a name will be put there instead if the officer Saw 
someone else in addition to the sissing ites. 


If the officer noticed that 
the Briefing Folders were actually missing, then the word “Nothing'” appears. 


FILE 574: NAME: D’ HEART RANK: COL. 


HOURS LOCALE SAW WITH 
1200 Archives CRISIS LEAGUE 
BOG =. tae tia S eae 
i Sa ae ake x 
1500 Laborator Unknown KURT 
TRO cua . se ae hes 
0. Se ee. a saat Se 
1800 Library Lance Mis ISSUE 
i a — 
TO ck a? a on : 
BOG & wicaus = ae —— 
2200 = Archives Nothing . k= « 
2300 Conferenc KURT Unknown 


ACCUSE 


When it seeas that you have found the spy, type the "A" 2 (for Accuse!). 
If you guessed either the correct hour or correct suspect, BUT NOT BOTH, then 
the officer involved will sutter See about your skills, and Gen. 
Surprise will proceed to deduct fros ee a 10-question fey If your guess 
is totally wrong, a 25-question penalty is levied with an option to a 
again. Should you actually find the spy, and find him quickly, then you wil 
be rewarded handsomely with a cash score. Fortunately for ae, these turn 
into electrons and are not redeemable for real dollars! Highest score 
{obtained by 2 super first guess) is $2475. 


GOOFS CAN BE FIXED 


If you type in the wrong officer’s nage, type a @inus sign ({"-") 
response to the SUPPOSED 


ignore your mistake. 


as your 
HOUR part of the question to tell your assistant to 





REGISTERED COPYRIGHT AND BACKUP COPIES 


This program is registered with the United States Copyright Office. We 
believe that the program is INEXPENSIVE for what it does. A back-up copy say 
be @ade for your personal use only. No other copies allowed. 


This ALSO a to SCHOOLS and CORPORATIONS. Just as you order aultiple 
copies of BOOKS, we expect the same courtesy towards our PROGRAMS. 


LOADING ERRORS 


This program is recorded twice. If a load fails, then (without rewinding) 
load the second got Use at least once every 3 aonths to avoid sagnetic 
bleeding. ALWAYS LOAD OUR CASSETTES INTO A FRESHLY POWERED-UP COMPUTER. 


WARRANTY INFORMATION 


NINETY DAY WARRANTY for tape load failure. A tape is bad when NEITHER a 
a dk ram will load. Sometimes demagnetization of the tape unit will 
elp. Se 


OOPS! WARRANTY for ONE YEAR to cover tape damage of ANY kind. Send the 
damaged tape, sales receipt, and $5 for a replacement copy. 
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nd the tape (hang onto this booklet) and a copy of your sales slip. 


CBM-64 
Da DRY mt Bis Y 


A Detective Series Game 


The phone rings and 


an EXASPERATED VOICE says... 
“SOMEBODY STOLE THE REMBRANDT!” 


Knowing that the only person who can catch the thief is 
you, the Museum curator asks your help in solving this 
crime. 


° A New Thief, Time and Treasure in Each Game 
¢ Up to Seven Visitors, One of Whom is the Thief! 
¢ File of Dossiers to Record Discoveries 


CBM-64: Trademark of Commodore Business Systems 





MUSEUM? 
© 1979, Harry H. Briley 


The phone rings and 
an EXASPERATED YOICE says... 
"SOMEBODY STOLE THE REMBRANDT!” 


& famous Museus has just discovered that one of its fabulous treasures has 
been stolen. Knowing that the only person who can catch the thief is you, 
the suseus curator asks your help in solving this crime. 


You are now in the exciting world of pales art-- Museum collections so 


treasured that they are the constant target of daring thieves. Enter now 
into a world of fantasy involving some of the greatest heists of all tise. 
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TRACKING DOWN THE THIEF 


When you arrive on the scene, the Museums guards have searched the entire area 
and have found only a few visitors. Since the suseus closes so late at 
night, it is natural that only a few pecple could be found. Is it a wild 
hunch, of is one of these visitors the thief? Could it just be that one 
over there, the one with shifty eyes? 


Upon cer a you about what treasure was stolen and from where it was 
stolen, the Curator and the Police Chief tell you that it is your job to 
discover who the thief is and what hour the treasure was stolen. 


There is ep. one thief in this group of visitors. You have a chance to 
question each visitor regarding where he was, who he was with, who else he 
gay have seen, and always, if he saw the treasure. 


Your assistant (all good private-eyes have assistants) is your cosputer, 
which you have conveniently brought along with you. The coaputer 
automatically asks all of the questions for you. It also has an uncanny 
knack of remembering just what happened and is ready to aid you in solving 


this uncanny crige. ; 
OTL Picany Colne feu you that the task 15 not easy, there are 


As you readily find out, the treasure was stolen from a particular rooa. The 
thief aust have passed through that rooa at least once. That is, you HOPE 
he passed made the room at least once. Be assured, he has. In fact, he 
May have visited the room several times just to throw you off! 


VISITOR MOVEMENTS 


Each visitor spent the aajority of each hour gawking in a particular roos. 
When the hour was up, he aoved on to another rooms. After spending tise in 
that room, he would gove again. At this point, there is a chance that he 
will choose to return to the original room that 


he just came from. Some of 
the visitors gay wander around the room where the 


reasure 18 located for 
much of the day. Be suspicious of that visitor when this occurs. 


Although the Museum opens its doors at 10 am, the visitors that were found 
that evening could have come later in the day. If this is the case, the 
visitors will say "I was not here” in response to a question regarding a 
particular hour. Ingrained in ab | true museus lover is a noticeable 
inattentiveness to both time and location. Our visitors here can get 
disoriented and sometiges will forget crucial information. Fortunately for 
you, they have sade a specia)] effort to recall their sovements. 


When 2 visitor recalls not seeing the sissing treasure at a certain hour, 
then that seans that the item was stolen sometiae earlier. 


_appear on the screen. As your sp 


STALKING THE THIEF 


Every tise your assistant is ready to accept a command, the word QUERY# will 

years during the war have left you rough 
and gruff, you call each visitor de his last name. You need only to type in 
the first character of the last name; your assistant knows who you sean and 
calls that visitor aside for questioning. Your assistant then asks you to 


ive a probable hour when the criae might have taken place. A sample 
diaveage might be as follows: 

QUERY #2 - VISITOR: FOWLER 

SUPPOSED HOUR: 5 

MR. FOWLER: At 5 o’clock, 

I was at the Aviation Display 

I was with DUFFY. 

QUERY #3 - VISITOR: 
When the word VISITOR appears, you may type in a character for the visitor’s 
saat nage, Of you can type in the other commands, such as Map, Accuse, Help, 
etc. 


The museum hours are from 10 as to 9 pm. When the words SUPPOSED HOUR 
appear, you may type in any hour in that range. The computer pauses for a 
few seconds whenever the hour of | a.a. is typed. 


; .* This 1s to aake sure that 
yee have tise to type a second digit for the hours 10 or i! p.a. (DO NOT hit 
he RETURN key). 
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SPECIAL COMMANDS 


There are five commands you can give your assistant. These are: 


W = Bho The visitors present tonight. 

N= Map The Nuseus floorplan 

S = Sugary A list of the information discovered so far. 
H = Help For confused detectives. 

A= fAccuse To point the finger. 


WHO 


Now then, just who are the visitors? Each PRS can have anywhere froe 3 to 7 
visitors. Since not all of the visitors will be in every game ny atteapt 
to question a visitor who is not present will cause your assistant 6 respond 
with a "HUH?". To find out who of these possible visitors are in your gane, 
type the "M" key (for Who). The total possible list includes: 


Mr. Baker 
Mr. Duffy 
fr. Fowler 
Mr. Gray 
Mr. Lewis 
Mr. Pierce 
Mr. Thomas 





MAP 


When the word VISITOR appears, you may ask for a sap of the auseus. Just Say 
MAP! Immediately your able assistant will present you with this sap. On it, 
fee Can see gany doors and rooms. Travel between rooms can ee happen where 

here is a doorway. A visitor aay be able to see someone else through these 
Same doors. However, if he had his back to the door, he sight not have seen 
anything at all. Please notice that there are two ways to get INTO the 


Museums. These are through the double doors and Iobbys in the Botany and 
History Roogs. 


Central 


Display 


Jewelery 


TREASURES 


Every room in the Nuseus has a gain display cabinet which holds a rare or 


isportant artifact. 


Each game has a new stolen treasure. 


The treasures 
that aay be stolen and the rooas that they are stolen from are: 


TREASURE 
Reabrandt 
King Vase 
Ruby Laser 
Persian Rug 
Golden Nugget 
Silver Bar 
Beanstalk 
Kedallion 
Jade Pendant 


SUMMARY 


ROOM 

Art 

History 

Science 
rary 

Central Display 
Mineral 

Botany 
Aviation 
Jewelry 


During the course of the game, your able-bodied assistant has kept a secret 


dossier on each of the visitors. 


for Suse 


You may call for these files by pressing 
ary when the word VISITOR appears on the screen. 


Included in 
each summary is only the gost pertinent information. 


& sample summary file is shown below. Here each hour queried about has been 
duly noted and hists where the visitor was, who he saw, and who he was with. 


Your assistant unfortunately has only recorded one ites apiece for each hour. 
It is up to you to determine how useful that inforaation is. 


If the treasure was seen by the visitor, the first nine characters of the 
word will be displayed (1.e.: "PERSIAN R* for the Persian Rug). However, a 
name will be put there instead if the visitor saw someone else in addition to 


the aissing ites. If the visitor noticed that the treasure was actually 
gissing, then the word “Nothing!” appears. 


FILE 570: MR. GRAY - 


HOUR LOCALE = SAW WITH 
i Art BAKER LEWIS 
Me i ae | We 
; Botany unknown LEWIS 
[aes . ae 
: History PERSIAN R BAKER 
i . a s 2 a J 2 2 2 i : 
7 ss ceoeeat Sats : 
: Histor Nothing! 


Mineral PIERCE unknown 


ACCUSE 


When it seems that you have found the thief, type the "A" key (for Accuse!). 
If you guessed either the correct hour or correct suspect, BUT NOT BOTH, then 
the visitor involved will yell "CLOSE, VERY CLOSE" and the Curator will 
roceed to deduct a 10-question enalty. If your guess is totally wrong, a 
S-question ery is levied with an option to try again. Should you 
actually find the thief, and find him quickly, then you will be rewarded 
handsomely with a cash score. Fortunately for me, these turn into electrons 
and are not redeesable for real money! Highest score {obtained by a super 
first guess) is $9405. 


GOOFS CAN BE FIXED! 


If you type in the wrong visitor, type a minus sign {"-") as your response to 
ee SED HOUR part of the question to tell your assistant to ignore your 
aistake. 





REGISTERED COPYRIGHT AND BACKUP COPIES 
This — is registered with the United States Copyright Office. We 
believe that the program is INEXPENSIVE for what it does. A back-up copy say 
be sade for your personal use only. No other copies allowed. 


This ALSO + Re to SCHOOLS and CORPORATIONS. Just as you order aultiple 
copies af RUUKS, we expect the same courtesy towards our PROGRAMS. 


LOADING ERRORS 

This progras is recorded twice. If a load fails, then (without rewinding) 
load the second fF Use at least once pig’ 3 gonths to avoid sagnetic 
bleeding. ALWAYS LOAD QUR CASSETTES INTO A FRESHLY POWERED-UP COMPUTER. 
WARRANTY INFORMATION 

NINETY DAY WARRARTY for tape load failure. A tape is bad when NEITHER cop 
of the be rae will load. Sometimes demagnetization of the tape unit si 
help. Send the tape thang onto this booklet) and a copy of your sales slip. 


DOPS' WARRANTY for ONE YEAR to cover tape damage of ANY kind. Send the 
dasaged tape, sales receipt, and $5 for a replacement copy. 
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